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(57) ABSTRACT 

Systems, apparatuses and methods for impacting one or more 
gaming display segments based on their positions relative to 
presentation of a triggering symbol(s) in another display seg 
ment(s). A method involves marking elements of a grid with 
symbols, where at least one element is marked with a feature 
symbol. One or more winning combinations of the symbols 
are identified, where each winning combination may be asso 
ciated with an award amount according to a paytable. For 
each of the elements marked with the feature symbol, replace 
ment symbols are marked to the element(s) that is marked 
with the feature symbol, as well as to those elements adjacent 
to the element(s) are marked with the feature symbol. One or 
more additional winning combinations of symbols are then 
identified, where the additional winning symbol combination 
(s) includes at least one symbol from the original symbols 
marked to the plurality of elements and at least one replace 
ment symbol. 

41 Claims, 10 Drawing Sheets 
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GAMING METHOD AND APPARATUS FOR 
FACILITATING A GAME INVOLVING BONUS 

FUNCTIONALITY 

RELATED APPLICATIONS 

This application claims the benefit of Provisional Applica 
tion No. 61/179,942, filed on May 20, 2009, to which priority 
is claimed pursuant to 35 U.S.C. S 119(e), and which is hereby 
incorporated herein by reference in its entirety. 

FIELD OF THE INVENTION 

This invention relates in general to gaming systems and 
processes, and more particularly to gaming systems, methods 
and apparatuses for facilitating a game involving random 
additional play opportunities. 

BACKGROUND OF THE INVENTION 

Gaming devices such as slot machines have entertained the 
public for over a century. While the fundamental concept 
behind slot games has remained relatively intact, the manners 
of computing, displaying, and participating in modern day 
slot games have changed dramatically. One force driving 
these changes is technological advancement. Such as the 
advent of computers and video capabilities. Another driving 
force is human nature, as the participants of Such gaming 
devices demand continual excitement and stimulation. It is 
therefore important in the gaming industry that gaming inno 
Vations continue to be rolled out to the participating public. 

Conventional slot games and the like involve relatively 
linear game play that can become repetitive and monotonous 
for a player. For example, a conventional slot machine 
involves repeatedly spinning three reels in an attempt to line 
reel symbols up in a configuration that triggers a payout. 
While the outcome of each game is not predictable, the man 
ner of game play is identical each time the game is played. 
Such games can have limited ability in Sustaining a players 
interest as the game play becomes monotonous over time. 

SUMMARY 

To overcome limitations in the prior art described above, 
and to overcome other limitations that will become apparent 
upon reading and understanding the present specification, the 
present invention discloses systems, apparatuses and meth 
ods for providing, among other features, games with random 
additional play opportunities. 

Generally, the present invention provides various manners 
for impacting one or more gaming display segments (where 
gaming symbols may be presented) based on its/their posi 
tions relative to presentation of a triggering symbol(s) in 
another display segment(s). The invention may be used in 
primary gaming activities and/or in secondary (e.g., bonus) 
gaming activities. 

In accordance with one exemplary embodiment, a repre 
sentative method involves marking elements of a grid (which 
includes any layout of areas where symbols may be pre 
sented) with symbols. In a given gaming activity, at least one 
element is marked with a feature symbol, where the symbols 
are typically selected randomly (which is intended to include 
partial or weighted randomness) for each element. One or 
more winning combinations of the symbols are identified, 
where each winning combination may be associated with an 
award amount according to a paytable. For each of the ele 
ments marked with the feature symbol, replacement symbols 
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2 
are provided (marked) to the element(s) that is marked with 
the feature symbol, as well as to those elements that are 
adjacent to the element(s) marked with the feature symbol. 
The replacement symbols are randomly selected for marking, 
where “randomly’ includes any level of randomness. One or 
more additional winning combinations of symbols are iden 
tified, where these one or more additional winning symbol 
combinations includes at least one symbol from the original 
symbols marked to the plurality of elements and at least one 
replacement symbol. 

According to a more particular embodiment, this represen 
tative method further involves Successively marking replace 
ment symbols to elements of the plurality, and identifying one 
or more additional winning combinations of symbols until at 
least one of the marking replacement symbols steps fails to 
mark the feature symbol to the grid. 

According to another embodiment of Such a method, each 
of the one or more winning combinations of the symbols is 
composed of elements of the plurality that are arranged as a 
series of adjacently located elements and the symbols with 
which the elements of the series are marked correspond, and 
each of the one or more additional winning combinations of 
symbols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and the 
symbols with which the elements of the series are marked 
correspond. 

According to another embodiment of Such a method, the 
elements of the plurality that are marked with replacements 
symbols based on adjacency to the at least one element of the 
plurality marked with the feature symbol are deemed adjacent 
to the at least one element of the plurality marked with the 
feature symbol based on being positioned immediately 
above, below, left, or right of any element marked with the 
feature symbol. In still another embodiment, the elements of 
the plurality that are marked with replacements symbols 
based on adjacency to the at least one element of the plurality 
marked with the feature symbol are deemed to be adjacent to 
the at least one element of the plurality marked with the 
feature symbol based on being positioned immediately Sur 
rounding the element marked with the feature symbol. Any 
desired arrangement may be deemed adjacent, including any 
of horizontal, Vertical, diagonal, completely surrounding, 
etc., relative to the feature symbol, according to various 
embodiments. 

According to yet another embodiment of Such a method, 
each feature symbol is a wild symbol that can correspond to 
all other symbols for the purpose of forming winning combi 
nations of symbols and additional winning combinations of 
symbols. In still other embodiments, the feature symbol may 
be a particular symbol or one of a plurality of particular 
symbols, such as a symbol that can provide the highest payout 
if the appropriate number of consecutive ones of that symbol 
were to occur on a payline. 

According to another embodiment of such a method, mark 
ing replacement symbols to elements of the plurality and 
identifying one or more additional winning combinations of 
symbols are performed such that if an element of the grid is 
adjacent to two elements that are both marked with feature 
symbols, then the element will be marked with a replacement 
symbol and the grid evaluated to identify one or more addi 
tional winning combinations of symbols before the element is 
marked with another replacement symbol and the grid evalu 
ated to identify one or more additional winning combinations 
of symbols that include the another replacement symbol. 

Another embodiment of such a method further involves 
identifying one or more activated paylines of a plurality of 
paylines, where each payline is activated based on a wager, 
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and where marking of replacement symbols will only be 
performed for those feature symbols marked to elements that 
are in an identified activated payline. 

According to another embodiment of such a method, mark 
ing the plurality of elements comprises marking each element 
of the plurality with a primary symbol and further marking at 
least one element of the plurality with the feature symbol, 
wherein the feature symbol is marked as a subsymbol; and 
marking replacement symbols to the elements comprises 
marking a primary symbol to each of the elements that is 
marked with the feature symbol or that is adjacent to the 
elements marked with the feature symbol, wherein each ele 
ment that is marked with a replacement symbol may be re 
marked with the feature symbol as a subsymbol based on a 
probability. 

In accordance with another embodiment of the invention, a 
computer-readable medium is provided that has instructions 
stored thereon, where these stored instructions are executable 
by the processor (which may include one or more coopera 
tively-operating processors) for facilitating a game having a 
symbol replacement feature by performing steps including 
displaying a grid on a display device, the grid comprising a 
plurality of elements; marking the plurality of elements of the 
grid with symbols including marking at least one element of 
the plurality with a feature symbol, the symbols randomly 
selected for each element of the plurality; evaluating elements 
of the grid to identify one or more winning combinations of 
the symbols marked to elements of the plurality, each winning 
combination associated with an award amount according to a 
pay table; evaluating elements of the grid to identify which 
elements are marked with the feature symbol and which ele 
ments are adjacent to at least one element marked with the 
feature symbol; marking replacement symbols to elements of 
the plurality that are identified to be one or both of marked 
with the feature symbol and adjacent to at least one element 
marked with the feature symbol; and evaluating elements of 
the grid to identify if one or more additional winning combi 
nations of the symbols were marked to elements of the plu 
rality, each of the one or more additional winning combina 
tions of symbols being composed of at least one symbol of the 
symbols marked to the plurality of elements and at least one 
replacement symbol. 

According to another embodiment, the computer-readable 
medium has further instructions stored thereon which are 
executable by the processor for facilitating the game Such that 
each of the steps of marking replacement symbols to elements 
of the plurality and evaluating elements of the grid to identify 
one or more additional winning combinations are succes 
sively performed until one of the marking replacement sym 
bols steps fails to mark the feature symbol to the grid. 

According to still another embodiment, the computer 
readable medium has further instructions stored thereon 
which are executable by the processor for facilitating the 
game Such that the elements of the plurality that are marked 
with replacements symbols based on adjacency to the at least 
one element of the plurality marked with the feature symbol 
are considered to be adjacent to the at least one element of the 
plurality marked with the feature symbol based on being 
positioned immediately above, below, left, or right of any 
element marked with the feature symbol. 

According to another embodiment, the computer-readable 
medium has further instructions stored thereon which are 
executable by the processor for facilitating the game where 
each of the one or more winning combinations of the symbols 
is composed of elements of the plurality that are arranged as 
a series of adjacently located elements and the symbols with 
which the elements of the series are marked correspond, and 
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4 
each of the one or more additional winning combinations of 
symbols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and the 
symbols with which the elements of the series are marked 
correspond. 

According to yet another embodiment, the computer-read 
able medium has further instructions stored thereon which are 
executable by the processor for facilitating the game Such that 
the elements of the plurality that are marked with replace 
ments symbols based on adjacency to the at least one element 
of the plurality marked with the feature symbol are consid 
ered to be adjacent to the at least one element of the plurality 
marked with the feature symbol based on being positioned 
immediately surrounding the element marked with the fea 
ture symbol. 

According to another embodiment, the computer-readable 
medium has further instructions stored thereon which are 
executable by the processor for facilitating the game Such that 
each feature symbol is a wild symbol that can correspond to 
all other symbols for the purpose of forming winning combi 
nations of symbols and additional winning combinations of 
symbols. 

According to another embodiment, the computer-readable 
medium has further instructions stored thereon which are 
executable by the processor for facilitating the game Such that 
the steps of marking replacement symbols to elements of the 
plurality and evaluating elements of the grid to identify one or 
more additional winning combinations are performed Such 
that if an element of the grid is adjacent to two elements that 
are both marked with feature symbols, then the element will 
be marked with a replacement symbol and the grid evaluated 
to identify one or more additional winning combinations of 
symbols before the element is marked with another replace 
ment symbol and the grid evaluated to identify one or more 
additional winning combinations of symbols that include the 
another replacement symbol. 

According to still another embodiment, the computer 
readable medium has further instructions stored thereon 
which are executable by the processor for facilitating the 
game by performing the step of activating one or more pay 
lines of a plurality of paylines, each payline being activated 
based on a wager, wherein the step of marking of replacement 
symbols will only be performed for those feature symbols 
marked to elements that are in an activated payline. 

In accordance with another embodiment of the invention, a 
gaming apparatus is provided that facilitates a game having a 
symbol replacement feature. The apparatus includes at least a 
display device and a configured processor. The processor is 
configured to facilitate display of a grid on the display device, 
where the grid includes a plurality of elements. The processor 
is configured to cause the marking of the plurality of elements 
with symbols including marking at least one element of the 
plurality with a feature symbol, and to identify one or more 
winning combinations of the symbols marked to the plurality 
of elements. The processor is further configured to mark 
replacement symbols to elements of the plurality that were 
one or both of marked with the feature symbol and adjacent to 
the at least one element of the plurality marked with the 
feature symbol, where the marking of replacement symbols 
based on the feature symbol having been marked in the grid. 
The processor is further configured to identify one or more 
additional winning combinations of symbols, each of the one 
or more additional winning combinations of symbols com 
posed of at least one symbol from the symbols marked to the 
plurality of elements and at least one replacement symbol. 

According to a more particular embodiment of Such an 
apparatus, the processor is configured to Successively per 
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form the marking of replacement symbols to elements of the 
plurality, and the identifying one or more additional winning 
combinations of symbols until one of the marking replace 
ment symbols steps fails to mark the feature symbol to the 
grid. 

According to another particular embodiment, the proces 
sor is configured such that the elements of the plurality that 
are marked with replacements symbols based on adjacency to 
the at least one element of the plurality marked with the 
feature symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately above, below, left, or right 
of the element marked with the feature symbol. 

In another embodiment of Such a gaming apparatus, the 
processor is configured to provide each of the one or more 
winning combinations of the symbols using elements of the 
plurality that are arranged as a series of adjacently located 
elements and the symbols with which the elements of the 
series are marked correspond, and to provide each of the one 
or more additional winning combinations of symbols using 
elements of the plurality that are arranged as a series of 
adjacently located elements and the symbols with which the 
elements of the series are marked correspond. 

According to another embodiment of the apparatus, the 
processor is configured to mark the elements of the plurality 
with replacements symbols based on adjacency to the at least 
one element of the plurality marked with the feature symbol, 
wherein the elements are considered to be adjacent to the at 
least one element of the plurality marked with the feature 
symbol based on being positioned immediately surrounding 
the element marked with the feature symbol. 

According to still another embodiment of the representa 
tive apparatus, the processor is configured to recognize each 
feature symbol as a wild symbol that can correspond to all 
other symbols for the purpose of forming winning combina 
tions of symbols and additional winning combinations of 
symbols. 

According to another embodiment of Such an apparatus, 
the processor is configured to mark replacement symbols to 
elements of the plurality and identify one or more additional 
winning combinations of symbols by determining that an 
element of the grid is adjacent to two elements that are both 
marked with feature symbols, and in response, marking the 
element with a replacement symbol, and evaluating the grid to 
identify one or more additional winning combinations of 
symbols before the element is marked with another replace 
ment symbol and the grid evaluated to identify one or more 
additional winning combinations of symbols that include the 
another replacement symbol. 

According to yet another embodiment of the gaming appa 
ratus, the processor is further configured to identify one or 
more activated paylines of a plurality of paylines, each pay 
line being activated based on a wager, wherein the marking of 
replacement symbols will only be performed for those feature 
symbols marked to elements that are in an identified activated 
payline. 

According to still another embodiment, the computer 
readable medium has further instructions stored thereon 
which are executable by the processor for facilitating the 
game such that: marking the plurality of elements of the grid 
with symbols comprises marking each element of the plural 
ity with a primary symbol and further marking at least one 
element of the plurality with the feature symbol, wherein the 
feature symbol is marked as a Subsymbol; and marking 
replacement symbols to the elements comprises marking a 
primary symbol to each of the elements that is marked with 
the feature symbol or that is adjacent to the elements marked 
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6 
with the feature symbol, wherein each element that is marked 
with a replacement symbol may be re-marked with the feature 
symbol as a subsymbol based on a probability. 

In accordance with another embodiment of the invention, a 
gaming apparatus is provided to facilitate a game having a 
symbol replacement feature. The apparatus includes a com 
ponent(s) for displaying a grid having a plurality of elements. 
The apparatus further includes a component(s) for randomly 
marking the plurality of elements with symbols including 
marking at least one element of the plurality with a feature 
symbol, and for evaluating the grid to identify one or more 
winning combinations of the symbols marked to the plurality 
of elements, where each winning combination associated 
with an award amount according to a paytable. The apparatus 
includes a component(s) for marking replacement symbols to 
elements of the plurality that were one or both of marked with 
the feature symbol and adjacent to the at least one element of 
the plurality marked with the feature symbol, the marking of 
replacement symbols based on the feature symbol having 
been marked in the grid, and the replacement symbols ran 
domly selected for marking. The apparatus further includes a 
component(s) for evaluating the grid to identify one or more 
additional winning combinations of symbols, each of the one 
or more additional winning combinations of symbols com 
posed of at least one symbol from the symbols marked to the 
plurality of elements and at least one replacement symbol. 

According to a more particular embodiment, the represen 
tative gaming apparatus includes a component(s) for Succes 
sively marking replacement symbols to elements of the plu 
rality, and identifying one or more additional winning 
combinations of symbols, until one of the marking replace 
ment symbols steps fails to mark the feature symbol to the 
grid. 

According to another particular embodiment of the repre 
sentative gaming apparatus, the elements of the plurality that 
are marked with replacements symbols based on adjacency to 
the at least one element of the plurality marked with the 
feature symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately above, below, left, or right 
of the element marked with the feature symbol. 

According to another particular embodiment of the repre 
sentative gaming apparatus, each of the one or more winning 
combinations of the symbols is composed of elements of the 
plurality that are arranged as a series of adjacently located 
elements and the symbols with which the elements of the 
series are marked correspond, and each of the one or more 
additional winning combinations of symbols is composed of 
elements of the plurality that are arranged as a series of 
adjacently located elements and the symbols with which the 
elements of the series are marked correspond. 

According to another particular embodiment of the repre 
sentative gaming apparatus, the elements of the plurality that 
are marked with replacements symbols based on adjacency to 
the at least one element of the plurality marked with the 
feature symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately surrounding the element 
marked with the feature symbol. 

According to another particular embodiment of the repre 
sentative gaming apparatus, each feature symbol is a wild 
symbol that can correspond to all other symbols for the pur 
pose of forming winning combinations of symbols and addi 
tional winning combinations of symbols. 

According to another particular embodiment of the repre 
sentative gaming apparatus, marking replacement symbols to 
elements of the plurality and identifying one or more addi 
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tional winning combinations of symbols are performed Such 
that if an element of the grid is adjacent to two elements that 
are both marked with feature symbols, then the element will 
be marked with a replacement symbol and the grid evaluated 
to identify one or more additional winning combinations of 
symbols before the element is marked with another replace 
ment symbol and the grid evaluated to identify one or more 
additional winning combinations of symbols that include the 
another replacement symbol. 

According to anotherparticular embodiment, the represen 
tative gaming apparatus includes a component(s) for identi 
fying one or more activated paylines of a plurality of paylines, 
each payline being activated based on a wager, wherein the 
step of marking of replacement symbols will only be per 
formed for those feature symbols marked to elements that are 
in an identified active payline. 

In accordance with another embodiment, a method 
involves presenting at least one feature triggering symbol in 
response to a symbol presentation activity in a grid of pay 
lines of a slot game, and determining first winning payouts 
from active paylines of the grid. A plurality of symbol loca 
tions adjacent to the symbol location of the at least one feature 
triggering symbol are identified, and replacement symbols 
are presented in the identified plurality of symbol locations. 
The method further involves determining second winning 
payouts from the active paylines of the grid composed of 
combinations of adjacent symbols of the replacement sym 
bols and the non-replaced symbols. 

In some Such method embodiments, presenting comprises 
marking primary symbols to elements of the grid; the at least 
one feature triggering symbol is a Subsymbol relative to the 
primary symbols; and presenting replacement symbols com 
prises re-marking primary symbols to the identified plurality 
of symbol locations and providing an opportunity for each of 
the identified plurality of symbol locations to also be re 
marked with the at least one feature triggering symbol based 
on a probability. 

In accordance with another embodiment, a method 
involves marking a plurality of elements of a grid with sym 
bols including marking at least one element of the plurality 
with a feature symbol, identifying one or more winning com 
binations of the symbols marked to the plurality of elements, 
marking replacement symbols to a plurality of elements geo 
metrically related to the at least one element marked with the 
feature symbol, and identifying one or more additional win 
ning combinations of symbols, each of the one or more addi 
tional winning combinations of symbols including at least 
one symbol from the symbols marked to the plurality of 
elements and at least one replacement symbol. 

According to a more particular embodiment, marking 
replacement symbols to a plurality of elements geometrically 
related to the at least one element marked with the feature 
symbol involves marking the replacement symbols to ele 
ments positioned adjacent to and along perpendicular axes of 
the element marked with the feature symbol. In another 
embodiment, marking replacement symbols to a plurality of 
elements geometrically related to the at least one element 
marked with the feature symbol involves marking the replace 
ment symbols to elements positioned adjacent to and along 
diagonal axes of the element marked with the feature symbol. 
In yet another embodiment, marking replacement symbols to 
a plurality of elements geometrically related to the at least one 
element marked with the feature symbol involves marking the 
replacement symbols to elements positioned adjacent to and 
along both perpendicular and diagonal axes of the element 
marked with the feature symbol. In still another embodiment, 
marking replacement symbols to a plurality of elements geo 
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8 
metrically related to the at least one element marked with the 
feature symbol comprises marking the replacement symbols 
positioned a predetermined number of elements from the at 
least one feature symbol. 

These and various other advantages and features of novelty 
which characterize the invention are pointed out with particu 
larity in the claims annexed hereto and form a part hereof. 
However, for a better understanding of the invention, its 
advantages, and the objects obtained by its use, reference 
should be made to the drawings which form a further part 
hereof, and to accompanying descriptive matter, in which 
there are illustrated and described specific examples of an 
apparatus in accordance with the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The invention is described in connection with the embodi 
ments illustrated in the following diagrams. 

FIGS. 1A-G illustrates an embodiment of a gaming activity 
utilizing bonus play functionality; 

FIG. 2 illustrates an embodiment of a gaming activity 
utilizing bonus play functionality; 

FIG.3 is a flow diagram of an exemplary embodiment of a 
method for utilizing bonus play functionality; 

FIG. 4 is a flow diagram of an exemplary embodiment of a 
method for utilizing bonus play functionality; 

FIG.5 is an embodiment of a casino-style gaming device in 
which the principles of the present invention may be applied: 

FIG. 6 illustrates circuitry capable of carrying out opera 
tions in accordance with aspects of the invention; and 

FIGS. 7A-D illustrates an embodiment of a gaming activity 
utilizing bonus play functionality. 

DETAILED DESCRIPTION OF THE 
ILLUSTRATED EMBODIMENTS 

In the following description of the invention, reference is 
made to the accompanying drawings which form a part 
hereof, and in which is shown by way of illustration the 
specific embodiment in which the invention may be practiced. 
It is to be understood that other embodiments may be utilized, 
as structural and operational changes may be made without 
departing from the scope of the present invention. 

In conventional slot machine gaming, a player watches for 
alignment of a series of symbols to trigger payouts, such as 
horizontal alignment of three cherry symbols. The symbols 
are typically presented on a plurality of spinning reels (actual 
reels or graphically depicted reels) and the relative position 
ing of the reels after spinning determines the symbol align 
ment and payouts associated with symbol series formation. 
This conventional game play can become monotonous for a 
player because the player is essentially looking for one thing 
as the reels slow down the alignment of symbols. The 
present disclosure provides multiple layers of game play 
which entertain and excite players beyond the predictable 
manner of game play in a conventional gaming device. 

In contrast to the mere lining up of multiple symbols in a 
conventional slot game, the game aspects of the present dis 
closure provides game outcomes favorable to the player 
beyond single stage alignment, while also preserving some 
spinning reel/symbol alignment aspects liked by players. As 
will be further described, embodiments of the present disclo 
Sure involve multilayered and open ended game play aspects 
that provide for less predictable manner of game play and 
therefore greater excitement for the player. 

FIG. 1A illustrates a multilayered gaming embodiment. 
The gaming embodiment of FIG. 1 includes a play area 100 
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inside of which is a grid composed of a plurality of game 
elements 101-120. Although the play area 100 of the embodi 
ment of FIG. 1A-G is in the form of a symmetric grid of 
elements, any arrangement of elements in which symbols can 
be presented is considered a “grid for purposes of this 
description. Thus, a grid includes any formal or informal 
arrangement or placement of elements and is not intended to 
be a limiting term, but rather a term used to describe any 
viewable plurality of elements. FIG. 1A is illustrated having 
a variable number of additional rows 180 and columns 190 to 
show that virtually any size grid can be used in accordance 
with embodiments of the invention, including a grid larger or 
smaller than that illustrated in FIG. 1A and elsewhere herein. 

In the stage of game play in FIG. 1A, none of the elements 
101-120 have been marked. FIG. 1B illustrates the elements 
101-120 being marked with symbols. 

In some embodiments, reels are spun to populate the play 
area 100 with symbols. For example, elements 101-106-111 
116 could represent one vertically orientated reel, elements 
102-107-112-117 could represent another vertically orien 
tated reel, as so on such that the play area 100 is composed of 
5 vertically orientated reels. In some embodiments, play area 
100 is represented on a display screen, where animation is 
used to show the process of marking the elements 101-120 
with symbols. FIG. 1B shows circling arrows that are used to 
graphically represent the process of randomly marking ele 
ments 101-120 of the play area (e.g., to represent as if each 
element 101-120 is spinning and then stopping to display a 
particular symbol). It should be noted that “randomly’ mark 
ing elements as used herein does not require (but may 
involve) pure randomness. For example, in many cases dif 
ferent symbols are weighted differently than others, and may 
be controlled to ultimately provide a suitable payout percent 
age. Thus, as used herein, references to "random” do not 
require absolute randomness. Also, terms referring to 'spin' 
herein refer to a process of selecting one or more markings. 
Therefore, a re-spin may refer to a process of randomly 
selecting a marking symbol for an element for re-marking. 

Marking, as referred to herein, includes distinguishing at 
least one element from at least one other element. There are 
many ways in which one element can be distinguished from 
another element, and therefore there are many different ways 
to mark an element. For example, an element could be marked 
simply by it being created or located in an array or display 
area. Marking can also include placing and/or representing a 
symbol, one or more colors, flag, characters, images, graph 
ics, numbers, letters, shapes, features, or designs on, or asso 
ciated with, an element. In some embodiments, elements are 
not marked by any symbol, color, letter or numeral, and in 
those embodiments, the elements themselves can be mark 
ings. Distinguishing of elements can be done to physical 
elements, such as element pieces of a board or on a reel strip. 
Distinguishing of elements can also be done to elements 
represented on a display screen. 

Marking can be done in various ways. For example, some 
elements can be randomly marked. Such that there is a prob 
ability that a particular element will be marked or not marked. 
Determining whether a particular element will be marked can 
be done by various means, including random number genera 
tion, as discussed herein. If an element is selected to be 
marked, then another step can be taken to determine which of 
the possible different types of markings will be used to mark 
the particular element. However, in some embodiments only 
one type of marking is available. Moreover, in some embodi 
ments, a process is conducted to randomly select a particular 
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10 
marking for an element, and amongst the different marking 
outcomes that can be selected is an outcome where the ele 
ment is not marked. 

In some embodiments, only a certain number of elements 
will be marked and some of the elements will be left 
unmarked. An evaluation can then be conducted to determine 
whether, for example, a series of adjacent marked elements 
was formed to calculate payouts. In some embodiments, all 
elements of a particular type or grid will be marked and a 
random number generator or other selection means will be 
used to determine the particular marking for each element of 
the type or grid. 

FIG. 1C shows the play area 100 after each element 101 
120 has been marked with a respective symbol. For example, 
element 101 was marked with a heart symbol, element 106 
was marked with a club symbol, element 111 was marked 
with a diamond symbol, element 108 was marked with a 
spade symbol, and element 114 was marked with a feature 
symbol (circled star in this embodiment). The various mark 
ings of the elements 101-120 can be used to form combina 
tions of corresponding symbols that trigger a payout accord 
ing to a pay table. FIG. 1D shows the identification of such a 
combination of adjacent corresponding symbols. Line 130 is 
used to indicate that elements 101-105 form a combination of 
adjacent corresponding symbols. Elements 101-105 corre 
spond because each is marked with a common symbol type— 
hearts. 

In the particular embodiment illustrated in FIGS. 1A-G as 
well as in Some others discussed herein, correspondence 
between elements requires not only identical symbol mark 
ings for each element, but also that a minimum number of 
identically marked elements (or functional equivalents, i.e. 
wilds) are simultaneously displayed (the minimum being five 
in the embodiment of FIGS. 1A-G) and that the series spans 
from the left side of the play area 100 to the right side of the 
play area 100. As such, even though two diamond symbols are 
shown in elements 111 and 112, they do not correspond 
according to the illustrated embodiment, because the thresh 
old number of identical elements for correspondence is five. 
However, some embodiments contemplated herein are not so 
limited. Any other number could be required for the elements 
to correspond, including two identically marked symbols in 
Some embodiments and four in Some others, for example. 
While elements 101-105 correspond to one another by 

each having an identical marking, there are various other 
ways in which elements can correspond to one another, 
according to various embodiments. For example, elements 
could correspond to one another not by having the same mark, 
but rather by just having a mark (e.g., as in embodiments were 
only some of the elements are marked). In some embodi 
ments, elements will only correspond if they have the same 
letter, number, symbol, image, color, or other similar mark 
ing. In some embodiments, elements will correspond if they 
are marked with markings selected from a particular group, 
and the elements need not all have identical markings to 
correspond to one another. For example, elements may cor 
respond to one another because each is marked with an image 
of a dog, even though all image markings on the elements are 
of a different breed of dog. 

In some embodiments, elements correspond to one another 
if their markings form a progressive series. In Such embodi 
ments, adjacent elements might only correspond if they are 
marked with consecutive numbering. In other embodiments, 
letter marked elements may only correspond if the adjacent 
elements spell a word. In some embodiments, marked ele 
ments may correspond if a word can be spelled from the 
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marked elements of an array, regardless of whether the ele 
ments are adjacent to one another. 

Elements 101-105 not only correspond to one another, but 
also help form a series of adjacently located elements, which 
according to the particular rules of the embodiment of FIGS. 
1A-G is required to triggera payout. There are many different 
ways in which an element of the various embodiments of the 
invention can be adjacent to another element. For example, 
two elements could be considered to be adjacent to one 
another if they share a common corner. However, various 
embodiments do not consider the mere sharing of a corner to 
make two elements adjacent. 
Two elements may share a common wall or corner despite 

there being a small gap illustrated between the framing of 
each element, as in FIG. 1D. Two square elements may be 
adjacent in various embodiments because their respective 
proximate and opposing walls are aligned against one 
another. Adjacency in this sense, for this particular embodi 
ment, relates to the concept of how the elements of a play area 
are orientated with respect to each other and not precisely 
how each element is illustrated. 

According to various embodiments, elements in contact 
with and/or within close proximity to one another can be 
considered to be adjacent. Elements can be in contact with 
one another by sharing walls, lines, points, segments, por 
tions and/or features. Elements can also be in contact by 
overlapping each other. Other types of adjacency may be 
provided as well. For example, in one embodiment, only 
those symbols that are adjacent in a horizontal, Vertical, or 
diagonal fashion will be deemed “adjacent for purposes of 
providing a payout. Alternatively, only symbols that are hori 
Zontal, or that are vertical, or that are diagonal, may be 
deemed adjacent. Symbols may also be deemed adjacent 
along opposite edges of the play area, as if the edges were 
wrapped around to intersect with one another. Three dimen 
sional display grids may also be used in accordance with the 
embodiments referenced herein, such that elements sharing a 
wall, corner or segment may be considered to be adjacent. 

In various embodiments, a series of corresponding adja 
cent elements can be dynamically identified. Dynamic iden 
tification includes locating winning segments that can take 
any number of forms. As opposed to classic three reel strip 
slot matching, where a series of winning symbols could only 
be formed along one row, dynamic identification allows seg 
ments to be formed in many other ways, including segments 
that repeatedly change direction along their length. For 
example, a payline moving left-to-right could start in a top 
row on the left hand side of a play area and end in a lower row 
on the right side of the play area. 

Although the embodiment of FIGS. 1A-2 demonstrate and 
describe forming winning combinations of symbols from 
adjacent elements, these and the other embodiments 
described herein could additionally or alternatively use scat 
terpay rules, where winning combinations of symbols can be 
formed without the symbols being marked to elements of an 
adjacent series. 

According to the embodiment of FIGS. 1A-G, as well as 
various others referenced herein, game elements that are 
marked with a feature symbol are wild, such as element 114, 
and exhibit wild functionality. Wild functionality allows a 
game element to correspond to any other game elements as if 
the wild element was commonly marked, regardless of how 
the other game element is marked, to form winning groups of 
game elements and trigger payouts. 

Typical slot based games have a simple manner of game 
play with a predictable conclusion to play. In contrast to 
typical slot based games, the embodiment of FIGS. 1A-G, is 
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12 
opened ended and does not have a definite end. Embodiments 
of this disclosure use a feature symbol to control stages of 
game play, were the appearance of a feature symbol initiates 
special rounds of game play unlike the initial round. FIG. 1C 
shows that a feature symbol was marked to element 114 as 
part of the play area 100 populating stage of FIG. 1B. In 
various embodiments, the feature symbol is a multi-function 
symbol which serves multiple purposes impacting both the 
current round and at least one Subsequent round of game play. 
For example, in various embodiments including FIGS. 1A-G, 
the feature symbol serves as a wild symbol for identifying 
winning combinations of symbols as in the step shown in FIG. 
1D. Moreover, the feature symbol triggers additional aspects 
of game play, including reselection of certain markings in the 
play area after a first set of winning combinations has already 
been identified (as in FIG. 1D). 

For example, FIG. 1E shows arrows in element 114 point 
ing at elements 109, 113, 115, and 119. Pointing in this 
manner indicates that elements 109, 113, 115, and 119 are 
adjacent to the element 114 marked with the feature symbol. 
Pointing in this way can also highlight the bonus features of 
the game to a user, who might be unfamiliar with game play. 
For example, after the winning symbol combinations have 
been indicated (as in FIG. 1D), the arrows are then used to 
foreshadow what happens in the next round of game play. 
Specifically, the arrows in this case indicate that an aspect of 
the feature symbol will be extended to a limited number of 
elements. 

According to various embodiments, elements that are 
marked with a feature symbol and elements that are adjacent 
to a feature symbol will be re-marked after a first evaluation 
for symbol combinations (as in FIG. 1D) to provide another 
chance for winning symbol combinations to be formed. FIG. 
1F shows that the symbol markings of elements 109, 113-115, 
and 119 have been removed and that new symbols are being 
randomly selected for marking these elements. 

FIG. 1G shows that elements 109, 113-115, and 119 have 
been re-marked with different symbols, allowing for the for 
mation of new combinations of correspondingly marked 
symbols using the previous marked symbols (e.g., of ele 
ments 111 and 112) and symbols that have been added to 
elements via re-marking (e.g., 113, 109, and 119). In this 
case, two winning series of adjacent corresponding symbols 
131 and 132 have been identified, each composed of diamond 
symbols that could not have been formed without the re 
marking of elements 109, 113-115, and 119 (i.e. would not be 
formed based on the symbols first marked to the play area 100 
and therefore would not have been formed without appear 
ance of the feature symbol). 

Although only one feature symbol was presented in FIG. 
1C, two or more feature symbols could have been marked to 
the play area 100 during this stage. Also, multiple feature 
symbols can be presented at different times. For example, one 
or more additional feature symbols could have been marked 
to elements 109, 113-115, and 119 in the re-marking stage of 
FIGS. 1F-G. Had an additional feature symbol been 
re-marked to element 109 in the re-marking stage, then ele 
ments 104,108-110, and 114 would have undergone re-mark 
ing in the manner shown in FIGS. 1E-G after identification of 
the winning combinations of corresponding symbols 131 and 
132 in FIG. 1G. In this additional re-marking stage, even 
more feature symbols could have been marked to the play area 
100, and for each round of re-marking in which a feature 
symbol is presented in the play area 100, another round will 
be initiated. The play area 100 can be evaluated after each 
marking/re-marking to identify any winning combinations as 
the play area 100 continues to change and offer more forma 
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tion opportunities. Game play in this manner can continue 
indefinitely until aroundisplayed in which no feature symbol 
is presented to initiate another re-marking. 
As shown in FIGS. 1A-G, as well as elsewhere herein, 

embodiments of this disclosure can provide second (and fur 
ther) chances for players to form winning combinations of 
symbols to trigger payouts after an initial round of game play. 
For example, players are allowed an unlimited number of 
chances to form winning combinations of elements as long as 
bonus feature elements are presented in each marking and 
re-marking stage. In various embodiments, presentation of 
bonus feature elements themselves do not trigger a payout or 
mean that a winning combination will be formed. However, 
presentation of bonus feature elements will be eagerly antici 
pated by players as they each represent additional chances to 
form winning combinations. 
The use of feature symbols also makes the course of game 

play unpredictable, as the player does not know how many 
rounds of game play will occur (dependent on generation of 
feature symbols) and how many (if any) winning combina 
tions of symbols will be presented. Because the game play as 
described herein is drawn out over several stages, Suspense 
builds throughout the course of game play, enhancing player 
excitement and enjoyment. Some players find enjoyment by 
building off of prior winnings and/or the perception of 
momentum in a game, of which both aspects can be provided 
in various embodiments of the invention. 

Conventional games typically involve a predetermined 
rigid path of gameplay. For example, conventional slot games 
spin 3 reels with symbols and if symbols align in some man 
ner then a win is triggered. Regardless of the presence of a win 
or other symbol formation, the game ends. Such games 
quickly become predictable and repetitive, causing player 
interest to wane. In embodiments of the present disclosure, 
the player does not know the winning outcomes, let alone the 
course of gameplay, Such as how many times elements will be 
re-marked with symbols. At the start of each game, the player 
does not know how many rounds will be progressed through, 
but will be hopeful that many rounds are progressed through 
because each round increases the chances of formation of at 
least one winning symbol combination. Players enjoy games 
that seem as though they could break in favor of the player at 
any time. Presenting a feature symbol that is wild in one round 
and that triggers re-marking of adjacent elements in the next 
round is a great way to give players the impression of momen 
tum and that big wins could be imminent. Such aspects allow 
a game greater opportunity to Surprise a player and therefore 
always keep the player holding out hope for a re-marking of 
an element that turns an incomplete series of elements into a 
complete combination that triggers a win. 

In embodiments discussed herein, only a limited number of 
elements are re-marked following presentation of a feature 
symbol (as opposed to all elements of a play area, for 
example). This allows a game to progress though several 
rounds of marking and evaluation with some continuity. For 
example, some of the markings in a first round will be present 
in a second round, while some markings will be different 
between these two rounds. Continuing with the same game 
with some of the same elements reinforces that idea that the 
re-marking is a bonus, as the player gets a second change with 
Some of the same elements. Bonus-inclined players will 
appreciate attempting to prefect or enhance a previous round 
verses a total re-population of the board which implies a new 
game. Also, continuing with the same game by re-marking 
some of the elements provides the sense of momentum for the 
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player, such that the player feels that he or she is improving on 
the symbols of the last round and therefore is one step close to 
a big win. 

In FIGS. 1A-F, as well in other embodiments described 
herein, only those paylines having at least one re-marked 
element are evaluated for a win after each re-marking. Such a 
game play aspect encourages a player to enable many pay 
lines at the start of a game (usually associated with a larger 
wager), as the player will want to enable any payline that 
could potentially be populated and repopulated in a single 
game as part of a bonus. Such a game play aspect also under 
scores why a limited number of elements are re-marked based 
on presentation of a feature symbol, and in particular adjacent 
elements. For example, if a feature symbol caused a whole 
reel to re-spin, then all paylines could be changed by the 
re-marking warranting another evaluation. But in FIGS. 
1A-F, as well as in various other embodiments described 
herein, the appearance of a feature element causes only a 
limited portion of a play area to be re-marked, the re-marking 
therefore not being of consequence for all paylines. Ifa player 
does not enable the right payline, then the appearance of an 
adjacent combination of symbols using one or more 
re-marked elements is of no consequence if the combination 
is not along an active payline. As such, game play aspects of 
the present invention encourage the enabling of many pay 
lines to maximize the benefit of bonus events. In some 
embodiments, a feature symbol that is not in an active payline 
will not trigger a re-marking of adjacent elements, which 
further encourages the enabling of paylines by players. 

FIG. 2 illustrates the presentation of two feature symbols 
(in elements 112 and 116) in a play area 200. Because the 
feature symbols exhibit wild functionality, elements 112 and 
116 can correspond to any other adjacent elements. As such, 
a series of corresponding adjacent elements is formed by 
(left-to-right) elements 116, 112, 113, 114, and 110, which 
are each either wild or marked with a diamond. As such, a 
winning combination of corresponding elements can be 
banked before the game proceeds to the next stage of re 
marking elements 106-108, 111-113, and 116-118 based on 
the feature symbols. 
The adjacency rules for determining which elements are 

re-marked based on proximity to a feature symbol are differ 
ent in FIG.2 compared to FIGS. 1A-G. Each element 116 and 
112 marked with a feature symbol indicates all elements 
adjacent via side or corner adjacency are to be re-marked. For 
example, element 112 is marked to indicate that elements 
106-108, 111-113, and 116-118 will be re-marked following 
the evaluation of the play area 200 for winning element com 
binations. Elements 112 and 116 containing feature symbols 
are adjacent to each other, via corner adjacency, and elements 
111 and 117 are twice indicated to be re-marked because of 
the proximity of elements 111 and 117 to the elements 112 
and 116 containing feature symbols. In some embodiments, 
elements twice (or other multiple) indicated to be re-marked 
will be re-marked once, while in other embodiments elements 
twice indicated to be re-marked will be re-marked twice (or 
more depending on the number of redundant re-marking indi 
cations) and the play area evaluated for winning combina 
tions after each re-marking associated with each feature ele 
ment, which offers additional opportunities for forming 
winning combinations. In some embodiments, elements indi 
cated to be re-marked multiple times for a single round will be 
awarded some other bonus, such as a wild, multiplier, direct 
payout, or higher paying symbol, without being randomly 
selected. The other bonus may be provided in addition to, or 
in lieu of re-marking multiple times. 
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FIG.3 illustrates a flow chart of a method 300 according to 
the present disclosure for facilitating a game. The method 300 
includes randomly presenting 310 a plurality of symbols in a 
grid, including a feature symbol. The randomly presenting 
step 310 serves to populate the grid. The manner of presenting 
310 can include marking elements of a play area with symbols 
(e.g., symbols of a card game, as in FIGS. 1A-2). Each mark 
ing for each element of the grid can be randomly selected 
from a plurality of different marking types. For example, the 
marking types can be heart, diamond, club, Spade, and bonus 
features symbols. In some embodiments, a particular type of 
marking can be repeatedly used to mark elements, such that a 
heart symbol could be used any number of times to mark a 
grid. In other embodiments, a particular type of marking can 
only be used to mark elements a certain number of times in a 
particular game or round (e.g., only 5 elements can be marked 
with a spade symbol). In either case, random selection can be 
done using selection via a random number generator, as dis 
cussed further herein. 

After the grid is populated in step 310, active paylines of 
the grid are evaluated to identify 320 first winning symbol 
combinations. Identifying 320 can include evaluating all 
active paylines to determine whether one or more series of 
correspondingly marked elements were formed by the pre 
senting step 310. 

In various embodiments, paylines may need to be enabled 
(i.e. activated) for a particular game and/or round, including 
in the method 300 of FIG. 3. For example, a player may be 
required to place a unique bet for each particular payline for 
each line to be active for the duration of the game. In such a 
case, a player not enabling all paylines may be given the 
opportunity to select which paylines will be enabled, wherein 
only those paylines that are enabled can be used to form a 
series of corresponding adjacent elements that triggers a pay 
out. In various embodiments, marked elements will still 
appear along non-enabled paylines, but adjacent correspond 
ing elements within those series will not trigger a payout 
and/or will not trigger additional rounds by way of a feature 
symbol. In some embodiments, a feature symbol in a non 
enabled payline may trigger a re-marking round, but a series 
of adjacent corresponding elements in the same (or different) 
non-enabled payline will not triggera payout. Alternatively, a 
series of adjacent corresponding elements in a non-enabled 
payline may triggera payout, but a feature symbol in the same 
(or different) non-enabled payline will not trigger a re-mark 
1ng. 

Rules regarding the formation of a series of correspond 
ingly marked elements for the method 300 can follow any of 
the rules referenced herein, such as in association with a pay 
table. If a series of correspondingly marked elements associ 
ated with a payout was formed, then a payout is banked, 
which can include crediting the player with money. 

After and/or during winning combination identification 
320, a plurality of symbol locations (e.g., elements of a grid) 
adjacent to a feature symbol can be identified 330. Identifi 
cation 330 can include determining which elements are adja 
cent to the feature symbol (such as by use of a processor in the 
case of a computer device) and visually highlighting which 
elements are adjacent to the feature symbol to let the user 
know which elements are about to be re-marked. It is noted 
that not all embodiments will require visual identification of 
which symbol locations are about to be re-marked in a 
replacement step 340, because upon random replacement of 
symbols for each of the plurality of symbol locations adjacent 
to the feature symbol it will be apparent to the player in most 
embodiments that some of the previously presented 310 sym 
bols are being replaced. 
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16 
Each of the plurality of symbol locations can be re-marked 

with replacement symbols that are randomly selected for 
presentation 340 from all types of symbols that could have 
been originally presented 310. For example, if diamond, 
heart, club, Spade, and feature symbol types were available to 
be randomly presented 310, then any of these types of sym 
bols could be presented in the replacement step 340. How 
ever, in Some embodiments, only those symbol types that 
actually were presented 310 in the grid in symbol locations 
not being replaced will be available to be re-marked in the 
replacement symbol locations. For example, if diamond, 
heart, club, Spade, and feature symbol types were available to 
be randomly presented 310, but only diamond, heart, club, 
and feature symbols were actually presented 310, then only 
these symbol types actually presented 310 can be presented 
340 as replacement symbols. Such embodiments provide for 
a greater chance for wins to be triggered by the replacement 
feature because the addition of symbol types not already 
present in the grid are unlikely to form winning combinations, 
particularly if winning symbol combinations for the second 
win evaluation 350 must be composed of both original and 
replacement symbols. 

In step 350, the additional winning symbol combinations 
are composed of at least one symbol from each of the replace 
ment symbols and the plurality of symbols (i.e. originally 
presented 310 symbols). Such an aspect of the game focuses 
additional wins on the bonus feature and also prevents symbol 
combinations untouched by the re-marking from again trig 
gering a payout (e.g., in FIG. 1G, symbols 101-105 are not 
indicated as containing a winning symbol combination, 
because this combination was already indicated to trigger a 
payout in FIG. 1D and does not include any replacement 
symbols). 

Subsequent rounds replacing symbols and identification of 
more winning symbol combinations (e.g., third, fourth) as in 
steps 340 and 350, can be performed if the previous random 
presentation of replacement symbols 340 added a feature 
symbol, as in step 310. FIG. 4 shows a flow chart of a method 
400 further demonstrating such looping of steps. 
A game according to the method 400 can be initiated 410 

by inserting a coin, pushing a button, pulling a lever, or in 
Some manner placing a wager. Once initiated 410, elements of 
a play area are populated 420 with a plurality of symbols. 
Each symbol can be randomly selected from a plurality of 
symbol types for each element. Winning combinations of 
adjacent symbols formed in the play area are then identified 
430 from those symbols populated 420 to the play area. Based 
on each identified 430 winning combination, a payout is 
banked 440. The amount of each payout is based on a pay 
table. Pay tables prescribe payout amounts for different sym 
bol combinations. Although payouts could be paid immedi 
ately after each winning combination is identified 430, the 
method 400 can loop back to step 430 multiple times in a 
single game to identify multiple winning combinations at 
different stages. As such, various embodiments bank 440 
payouts to allow the total payout for each game to build up as 
multiple rounds are looped through, which enhances player 
excitement as the game repeatedly add to a total payout. 
Players will enjoy such expansion of a total payout during the 
time that it is uncertain how long the game will last, where 
duration of the game is generally correlated with the size of 
the total payout because a longer game means more opportu 
nities to form winning combinations. Such building of payout 
amounts over time is attributable to the looping aspect of the 
game, which is based on use of the feature symbol. 

During and/or after banking 440 of payouts for the current 
round, the method 400 evaluates the play area to determine 
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whether there is at least one feature symbol displayed 445. 
Such a feature symbol can be displayed when one or more 
feature symbols are populated 420 to the play area. If no 
feature symbol is displayed, then the current game ends and 
all banked payouts, if any, are issued 470. 

Ifat least one feature symbol is displayed, then the method 
400 identifies 450 each element marked with a feature symbol 
and elements adjacent to each element marked with the fea 
ture symbol. Such identification 450 does not necessarily 
comprise visually identifying these spaces, and could be a 
processor determining which elements are marked with a 
feature symbol and further which elements are adjacent to 
each element marked with the feature symbol. Once identi 
fied 450, replacement symbols are randomly presented 460 in 
each element marked (via population 420) with a feature 
symbol and the elements adjacent to each element marked 
with the feature symbol. Such re-marking could include add 
ing another feature symbol, which would cause the method 
400 to loop through steps 430-440-445-450-460 until step 
445 determines that no feature symbols are displayed, ending 
the game and issuing 470 all banked payouts. Once all pay 
outs are issued 470, a new game can be initiated 410. 

FIG. 4 illustrates how the features of the present disclosure 
make a game unpredictable, not only in outcome but also in 
the manner that the game is played. Such a game will be more 
enjoyable to a player for a long period because the game is 
less predictable as compared to conventional games. More 
over, as opposed to linear game play, the method 400 shows 
how a player can repeatedly bank 440 payout amounts during 
the course of game play, which draws out those events that 
players find most enjoyable—the appearance of symbols that 
trigger payouts. 

FIGS. 1A-4 generally relate to the re-marking of elements 
adjacent to an element marked with a feature symbol. How 
ever, in various embodiments it is not necessarily those ele 
ments that are adjacent that are remarked. For example, in 
Some embodiments each element two spaces in an up, down, 
left, and/or right direction relative to the feature symbol are 
re-marked. In some embodiments, a ring of elements Sur 
rounding, but not adjacent to, the feature symbol element are 
re-marked. In some embodiments, only the element(s) at the 
top and/or bottom of the column in which the feature symbol 
is in are remarked. In some embodiments, only the element(s) 
at the left end and/or right end of the row in which the feature 
symbol is in are remarked. It can be appreciated that in some 
embodiments one or more elements positioned relative to the 
element marked with the feature symbol are re-marked after 
the play area is evaluated for wins, which may or may not 
include an adjacent element. 

Various modifications could be made to the embodiments 
of this disclosure. For example, the presented embodiments 
generally show re-marking of the element containing the 
feature symbol that caused the re-marking of adjacent ele 
ments (e.g., element 114 in FIGS. 1A-G). However, in some 
embodiments the feature symbol remains, is not replaced, and 
no other symbols are added to this element by function of the 
functionality triggered by the presence of the feature symbol 
in this element (but in some embodiment may be remarked in 
connection with an adjacent element being marked with a 
feature symbol). In such embodiments, one or more proper 
ties of the feature symbol and/or element containing the fea 
ture symbol may change. One such property is causing further 
re-marking after this feature symbol triggers a first re-mark 
ing of other elements, such that an element containing a 
feature symbol may cause multiple rounds of re-marking of 
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adjacent elements. Another property can include other bonus 
functionality, such as multiplier, scatter pay, and/or other 
bonus. 

Property changes can be reflected in the change of appear 
ance associated with the feature symbol or the element con 
taining the feature symbol. Such changes can include, but are 
not limited to, change in color, transparency, saturation, 
graphics, text, numerals, and/or scale to represent the change 
in status to the player. In some embodiments, these appear 
ance changes can become more dramatic with each re-mark 
ing, if multiple re-spins are used for a single combination of 
an element and a feature markings. For example, Some feature 
symbols may cause 3 consecutive re-marking and evaluation 
rounds of adjacent elements for each appearance of a feature 
symbol. A color or numeral change for each round can then 
count down the number of re-marking and evaluation rounds 
remaining. In Such serial re-spins of elements for one feature 
symbol, other functions could change. Such as a multiplier 
associated with the feature symbol increasing for each round 
of re-marking and evaluation. 

Other options exists for embodiments where the feature 
symbol causing re-marking is not replaced in a re-spin, even 
though symbols of adjacent elements can be replaced. For 
example, a feature symbol may not be replaced by causing its 
own re-marking, but may be replaced by another element 
having another feature symbol (e.g., an adjacent element) 
causing it to be replaced. However, in some embodiments, the 
feature symbols are exempted from being replaced by re 
marking (until the end of the game) Such that the feature 
symbols have permanence and although they are associated 
with a specialty functionality (re-marking) they can start to 
fill up a play area and block the appearance of new feature 
symbols to propagate re-marking and evaluation rounds. In 
some embodiments, however, the feature symbol is exempted 
from re-marking by an adjacent feature symbol only for a 
predetermined number of rounds of re-marking and evalua 
tion, such as one or three rounds, and then is available to be 
re-marked if caused to be re-marked by an adjacent feature 
symbol. 

In some embodiments, the feature symbol is left in place 
for a predetermined number of rounds of re-marking and 
evaluation (i.e. not respun in a first round). In some of these 
embodiments, a feature symbol could be replaced via re 
marking by the presence of another feature symbol in an 
adjacent element. In some of these embodiments, a feature 
symbol could be prevented from being replaced for a prede 
termined number of respinning rounds. 

It is noted that while in some embodiments a first element 
marked with a feature symbol does not itself re-spin (get a 
new marking) by virtue if it containing a feature symbol. Such 
a first element may still be re-marked in a round of remarking 
triggered by a second element containing a feature symbol. In 
such a case, the second element, different from the first ele 
ment having a feature symbol, may nevertheless cause re 
marking of the first element marked with a feature symbol if 
the second element is appropriately positioned (e.g., adjacent 
to the first element containing the feature symbol). 

Although the criteria generally presented herein for re 
marking and re-evaluation of a play area requires the appear 
ance of a feature symbol and other elements with a certain 
positional association with the element containing the feature 
symbol (e.g., adjacency). Some other embodiments may 
require satisfaction of further criteria. In some embodiments, 
a particular symbol in the play area, such as a feature initiate 
symbol, could be used to determine if the symbols adjacent to 
the feature symbol element cause a re-marking, the feature 
initiate symbol unlocking the re-marking abilities of the fea 
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ture symbol. For example, three scatter re-spin symbols could 
be used to initiate re-marking in this manner, allowing re 
marking of the symbols in elements adjacent to the element 
containing the feature symbol as described herein. 

In some other embodiments, another element outside of the 
grid and/or play area is used to indicate whether the appear 
ance of a feature symbol will cause the re-marking of ele 
ments. In this way, the re-marking of elements is contingent 
on the state of the outside element. This outside element can 
be randomly activated, layering another level of randomness 
and unpredictability to game play. In some embodiments, a 
message is used to determine if the symbols of elements 
adjacent to an element containing a feature symbol cause a 
re-marking. Other indicators for showing whether the feature 
symbols will be active for causing re-markings include 
changing a background color of the game screen, lights 
around the screen, graphical elements, background pattern, 
texture, insignias, and logos. 

In some embodiments, a separate set of elements, apart 
from the original grid, can be used to spin and display sym 
bols that can meet payout criteria. Such elements may only be 
populated with premium paying symbols associated with 
higher payouts relative to the elements of the main grid, 
and/or could include a higher density of bonuses Such as high 
value symbols, bonus triggers, and feature symbols that them 
selves can cause re-marking. In this way, the re-marked ele 
ments can become enhanced reel strip elements distinguished 
from the other elements by a higher probability of providing 
a benefit to a player. A separate set of marking symbols could 
be used for marking each symbol that qualifies for a re 
marking that may include some of the same symbol types 
originally used for marking (e.g., both include the feature 
symbol) or they could have entirely different symbols. In 
Some embodiments, a special table that selects 1 symbol and 
duplicates that symbol for each symbol that qualifies for a 
re-marking could be used. 

In some embodiments, each Subsequent re-marking 
reduces an expected value (i.e. probability of triggering 
higher paying payouts). Several things can be done to 
increase the expected value, however. For example, each Sub 
sequent re-marking round could award a credit value, regard 
less of the result. In some embodiments, for each Subsequent 
re-marking round, a multiplier can be introduced that 
increases in multiplier effect on each Subsequent re-marking 
round (e.g., 2x. 3x, etc.). In some embodiments, for each 
Subsequent re-marking round, a random multiplier from a 
table of multipliers or other bonus could be assigned. In some 
embodiments, for each Subsequent re-marking round, the 
composition of the symbols populating the play area grid can 
be changed, generally to increase award amounts and/or 
make the formation of award triggering combinations more 
likely. For example, symbols associated with lower payouts 
could be removed from some elements of the play area and 
different markings associated with relatively higher payouts 
could be re-marked to these elements, wherein the replace 
ment symbol-types were available for marking in the original 
population of the elements. In some embodiments, symbols 
associated with lower payouts could be removed from some 
elements of the play area and different markings associated 
with relatively higher payouts could be re-marked to these 
elements, wherein the replacement symbols are premium 
symbol-types that were unavailable for marking in the origi 
nal population of the elements. 
Many embodiments presented herein generally show re 

marking of elements containing the feature symbol that 
caused the re-marking of adjacent elements (e.g., element 114 
in FIGS. 1A-G). However, in some embodiments the feature 
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symbol remains, is not replaced, and no other symbols are 
added to this element (unless another feature symbols, per 
haps in an adjacent element, causes this element to be re 
marked). 

In some embodiments, the feature symbol only causes 
re-marking of the adjacent elements in the up, down, left, and 
right directions, as well as the element marked with the fea 
ture symbol itself, and do not cause re-marking of elements 
through corner adjacency (i.e. elements in a diagonal rela 
tionship). 
Many of the presented embodiments show that the func 

tionality associated with the feature symbol concerns wild 
functionality. However, embodiments can be modified such 
that functionality other than, or in addition to, wild function 
ality can be used. For example the feature symbol can also 
represent a rarer symbol that can be combined with other 
identical symbols to trigger payouts, a scatter pay, a multi 
plier, and/or other bonus. In some embodiments, the features 
symbol resembles in some manner other symbols that can be 
combined to form winning combination of symbols accord 
ing to a paytable to trigger a payout, while still also triggering 
a round of re-marking. For example, the feature symbol may 
include the functionality to re-marked adjacent elements and 
function as a spade (or other common symbol) for forming 
combinations without further particular function. As such, the 
feature symbol could be any symbol-type so long as that 
symbol is also capable of triggering the re-marking of one or 
more other elements as discussed elsewhere herein. 

FIGS. 7A-D illustrates an embodiment where the feature 
symbol is a Subsymbol and another primary symbol is com 
monly marked to the same element in which the feature 
symbol is marked. FIG. 7A shows elements 701-720 of the 
play area 700 having been populated by marking symbols 
(analogous to steps 310 and 420). Each element is marked 
with a primary symbol from a card theme. Each element has 
a probability of also being marked with a feature symbol, 
which is marked as a subsymbol in that an element to which 
the feature symbol is marked already has a primary symbol. 
The primary symbol is used for forming winning combina 
tions of symbols while the feature symbol determines which 
elements will be re-marked with symbols (primary symbols) 
and which elements will be eligible to be re-marked with a 
feature symbol (subsymbol). Element 714 has been marked 
with a heart symbol and with a feature symbol 730. The play 
area 700 can be evaluated (analogous to steps 320 and 430) at 
the stage of game play shown in FIG. 7A and any payouts 
allocated. 

FIG. 7B shows that elements 709, 713, 715, and 719 have 
been indicated via triangle pointers for re-marking based on 
side adjacency with element 714 that is marked with the 
features symbol (analogous to steps 330 and 450). Element 
714 could also be likewise indicated because of the presence 
of the feature symbol 730 within this element 714. FIG. 7C 
illustrates the re-spinning of the indicated elements for selec 
tion of new markings and to determine which, if any, of the 
indicated elements will be re-marked with a feature symbol, 
which as discussed herein is based on element 714 being 
marked with a feature symbol. Such selection for re-marking 
could be part of steps 340 and 460, the results of which are 
shown in FIG. 7D. FIG. 7D shows that elements 709, 713 
415, and 719 have been re-marked with new primary sym 
bols. This re-marking resulted in the formation of a series of 
adjacent corresponding elements 711-715 which triggers a 
payout according to a paytable in this embodiment. As such, 
the re-marking resulted in a bonus to the player through the 
use of a feature symbol as a subsymbol. Elements 709 and 
713 were also re-marked with feature symbols as subsymbols 
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as part of the re-spin, which will trigger another round of 
re-marking and evaluation, as demonstrated in the looping 
flowchart of FIG. 4. It is also noted that the feature symbols 
are removed upon re-marking in this embodiment. 
A feature symbol can be a primary symbol, as in FIGS. 

1A-G, or a subsymbol, as in FIGS. 7A-D. These different 
embodiments also demonstrate that the feature symbol can 
have functionality to correspond to other symbols, as in FIGS. 
1A-G, or a feature symbol may not correspond to other sym 
bols for forming winning combinations as in FIGS. 7A-D and 
only function to trigger re-marking of elements. 
The re-marked elements of the embodiments presented 

herein, including those of FIGS. 1A-2 and 7A-D, could pro 
vide premium elements to replace elements and/or symbols in 
the process of re-marking. For example, elements 709, 713 
715, and 719 could be premium symbols in FIG. 7D based on 
having been re-marked. Such premium elements and their 
symbols may be associated with higher paying symbols, 
awards, more favorable odds for a win, and/or be associated 
with some other bonus. For example, higher paying symbols 
may be more likely to be re-marked for the premium elements 
verses lower paying symbols. The re-marking of premium 
symbols may consider the presence of adjacent symbols in 
order to match these symbols and make the formation of 
wining combinations by re-marking more likely than just 
random re-marking without Such consideration. Symbols of 
premium elements may remain in place while other elements 
are re-marked during Subsequent re-markings. As such, many 
elements can be converted over to premium elements if the 
game loops through several cycles of re-marking Symbols of 
premium elements may be combined with symbols of non 
premium elements to form winning combinations. However, 
in some embodiments, symbols of premium elements cannot 
be combined with symbols of non-premium elements, and 
can only be combined with symbols of other premium ele 
ments. In some embodiments, feature symbols are more 
likely to be re-marked to premium elements relative to non 
premium elements. Premium elements may be distinguished 
by different colors or other physical difference relative to 
non-premium symbols. 

FIG.5 is an embodiment of a casino-style gaming device in 
which the principles of the present invention may be applied. 
The slot machine 500 is a structure including at least a com 
puting system, a housing, and a display. The housing includes 
a base 502 and a display device 504 to allow the slot machine 
500 to be a self-supported, independent structure. The base 
502 includes structure supporting the slot machine 500, and 
also includes a user interface 506 to allow the user to control 
and engage in play of the slot machine 500. The particular 
user interface mechanisms associated with user interface 506 
is dependent on the type of gaming machine. For example, the 
user interface 506 may include one or more buttons, switches, 
joysticks, levers, pull-down handles, trackballs, Voice-acti 
vated input, or any other user input system or mechanism that 
allows the user to participate in the particular gaming activity. 
The user input 506 allows the user to enter coins or otherwise 
obtain credits through Vouchers, tokens, credit cards, etc. 
Various mechanisms for entering Such vouchers, tokens, 
credit cards, coins, point tickets, etc. are known in the art. For 
example, coin/token input mechanisms, card readers, credit 
card readers, Smart card readers, punch card readers, and 
other mechanisms may be used to enter wagers. The user 
input may include a plurality of buttons 508, which allow the 
user to initiate game play, enter a number of credits to play, 
select options, cash out, automatically bet the maximum 
amount, etc. It should be recognized that a wide variety of 
other user interface options are available for use, including 
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pressing a button on a gaming machine, touching a segment of 
a touch-screen, entering text, entering Voice commands, or 
other known user entry methodology. 
The display device 504 of FIG. 5 includes a display screen 

510. The display device may take on a variety of forms 
depending on what type of presentation is to be provided. For 
example, a slot game play area 520 is provided where the slot 
gaming activity in accordance with the invention is displayed. 
The slot game play area 520 can function as the play area 
described herein. The video display screen may be imple 
mented in a variety of manners, including electronically rep 
resented with outputs shown on conventional electronic dis 
plays, such as a liquid crystal displays (LCD), dot matrix, 
plasma, CRT, LED, electro-luminescent display, or generally 
any type of video display known in the art. 

Various types of grids, and ways to display them, are con 
templated in the scope of the invention, including vertical, 
horizontal, and/or diagonal lines creating spaces of rectangles 
and/or squares. A display grid could also be comprised of 
triangles, hexagons, ovals, circles and other shapes. 
A grid can be presented in various ways. For example, a 

display grid could be comprised of several reel strips with 
various markings on the periphery of the reel strips. Several 
reel strips with a common axis placed together can form a 
grid, with each reel strip representing a vertical column and 
adjacent markings on the aligned reels representing a hori 
Zontal row. A display grid could also be printed or formed on 
a surface, such as a piece of paper or board. A grid could also 
be represented by projected light. An array could be pre 
sented, modified and used in any way that a grid could be 
presented. 
A display grid can also be presented by use of video means, 

Such as with a video slot machine. In a video slot machine, the 
reel strips are not represented by physical material, but rather 
include electronically stored symbol patterns, i.e., a virtual 
reel strip. By using virtual reel strips for each of the display 
series, segments or Subsegments, there is no physical corre 
lation between display series, segments as there are with 
mechanical reel strips. For example, in the context of 
mechanical reel strips, three symbols presented in a column 
across three paylines are physically restricted to that particu 
lar order, since the reel strip is presented across three rows. In 
Some embodiments, there is no Such relationship and each 
Subpart of the grid can display a marking independent of any 
other subpart. Furthermore, there are other advantages by 
using video representation, including faster game play, 
greater flexibility in game types and variations, and represen 
tation of things that would otherwise be physically compli 
cated or impossible. 

Associated with the display device 504 is an optional win 
ning guide area 512, where information associated with the 
potential winning series lengths may be presented. This area 
may also provide an indication of the requisite symbols, sym 
bol lengths, symbol combinations, symbol locations, etc. that 
result in winning payouts to the participant. This information 
may be part of the display screen 510, or alternatively may be 
separate from the display screen 510 and provided directly on 
a portion of the display device 504 structure itself. For 
example, a backlit colored panel may be used as the winning 
guide area 512. Further, this information may be provided on 
an entirely separate display Screen (not shown). The winning 
guide area 512 can display pay table information, as shown. 
The gaming machines described in connection with the 

present invention may be independent casino gaming 
machines, such as slot machines or other special purpose 
gaming kiosks, Video games, or may be computing Systems 
operating under the direction of local gaming software and/or 
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remotely-provided Software such as provided by an applica 
tion service provider (ASP). The casino gaming machines 
utilize computing systems to control and manage the gaming 
activity. An example of a representative computing system 
capable of carrying out operations in accordance with the 
invention is illustrated in FIG. 5. 

Hardware, firmware, software or a combination thereof 
may be used to perform the various gaming functions, display 
presentations and operations described herein. The functional 
modules used in connection with the invention may reside in 
agaming machine as described, or may alternatively reside on 
a stand-alone or networked computer. The computing struc 
ture 600 of FIG. 6 is an example computing structure that can 
be used in connection with Such electronic gaming machines, 
computers, or other computer-implemented devices to carry 
out operations of the present invention. 
The example computing arrangement 600 typically 

includes a central processor (CPU) 602 coupled to random 
access memory (RAM) 604 and some variation of read-only 
memory (ROM) 606. The ROM 606 may also be other types 
of storage media to store programs, such as programmable 
ROM (PROM), erasable PROM (EPROM), etc. The proces 
sor 602 may communicate with other internal and external 
components through input/output (I/O) circuitry 608 and bus 
sing 610, to provide control signals, communication signals, 
and the like. 
The circuitry represented in FIG. 6 can be wholly or par 

tially housed within the embodiment of FIG. 5 and used to 
perform the various methodologies and techniques discussed 
herein (e.g., carry out the methods of FIGS. 3 and 4 to provide 
the game play aspects exhibited in FIGS. 1A-2 and discussed 
herein). RAM 604 and/or ROM 606 can be a computer read 
able medium encoded with a computer program, Software, 
firmware, computer executable instructions, instructions 
capable of being executed by a computer, etc. to be executed 
by circuitry, such as processor 602. For example, RAM 604 
and/or ROM 606 can be a computer readable medium storing 
a computer program, execution of the computer program by 
processor 602 causing population of a play area with symbols 
and at least one feature symbol, identification of winning 
combinations of symbols, replacement of feature symbols 
and symbols adjacent to feature symbols, and identification of 
additional winning combinations composed of replacement 
and original symbols. In similar ways, the other methods and 
techniques discussed herein can be performed using the cir 
cuitry represented in FIG. 6. 
The exemplary device includes a processing/control unit 

(e.g., 602). Such as a microprocessor, reduced instruction set 
computer (RISC), or other central processing module. The 
processing unit need not be a single device, and may include 
one or more processors. For example, the processing unit may 
include a master processor and one or more associated slave 
processors coupled to communicate with the master proces 
SO. 

Chance-based gaming systems such as slot machines, in 
which the present invention is applicable, are governed by 
random numbers and processors. Electronic reels are used to 
display the result of the digital reels which are actually stored 
in computer memory and 'spun by a random numbergen 
erator (RNG). RNGs are understood in the art, and may be 
implemented using hardware, software operable in connec 
tion with the processor 602, or some combination of hardware 
and Software. In accordance with generally known technol 
ogy in the field of slot machines, the processor 602 associated 
with the slot machine, under appropriate program instruction, 
can simulate the vertical rotation of multiple reels. Generally, 
the RNG continuously cycles through numbers, even when 

10 

15 

25 

30 

35 

40 

45 

50 

55 

60 

65 

24 
the machine is not being played. The slot machine selects, for 
example, three random numbers. The numbers chosen at the 
moment the play is initiated are typically the numbers used to 
determine the final outcome, i.e., the outcome is settled the 
moment the reels are spun. The resulting random numbers are 
generally divided by a fixed number. This fixed number is 
often thirty-two, but for slot machines with large progressive 
jackpots it may be even greater. After dividing, the remainders 
will be retained. For example, if the divisor was one-hundred 
twenty-eight, the machine would have three remainders rang 
ing from Zero to one-hundred twenty-seven. The remainders 
may be considered as stops on virtual reels. If the divisor was 
one-hundred twenty-eight, then the virtual reels would each 
have one-hundred twenty-eight stops with each stop being 
equally likely. Each stop on the virtual reel may be mapped to 
a stop on an actual reel or displayed reel image. These reel 
images may then be displayed on the display 620. The present 
invention is operable using any known RNG, and may be 
integrally programmed as part of the processor 602 operation, 
or alternatively may be a separate RNG controller 640. RNGs 
are well known in the art, and any type of RNG may be 
implemented for the standard mode of play and/or the bonus 
mode of play in accordance with the invention. Such methods 
and devices can be used to select elements for marking and/or 
symbols to be marked on a particular element, among other 
things. 
The computing arrangement 600 may also include one or 

more data storage devices, including hard and floppy disk 
drives 612, CD-ROM drives 614, and other hardware capable 
of reading and/or storing information Such as DVD, etc. In 
one embodiment, Software for carrying out the gaming opera 
tions in accordance with the present invention may be stored 
and distributed on a CD-ROM 616, diskette 618 or otherform 
of media capable of portably storing information. These stor 
age media may be inserted into, and read by, devices Such as 
the CD-ROM drive 614, the disk drive 612, etc. The software 
may also be transmitted to the computing arrangement 600 
via data signals. Such as being downloaded electronically via 
a network, Such as the Internet. Further, as previously 
described, the software for carrying out the functions associ 
ated with various embodiments may alternatively be stored in 
internal memory/storage of the computing device 600. Such 
as in the ROM 606. The computing arrangement 600 is 
coupled to the display 620, which represents a display on 
which the gaming activities in accordance with the invention 
are presented. The display 620 merely represents the “pre 
sentation' of the video information in accordance with the 
invention, and may be any type of known display or presen 
tation screen, such as LCD displays, plasma display, cathode 
ray tubes (CRT), etc. Where the computing device 600 rep 
resents a stand-alone or networked computer, the display 620 
may represent a standard computer terminal or display 
capable of displaying multiple windows, frames, etc. Where 
the computing device is embedded within an electronic gam 
ing machine, such as slot machine 500 of FIG. 5, the display 
620 corresponds to the display screen 510 of FIG. 5. A user 
input interface 622 Such as a mouse or keyboard may be 
provided where the computing device 600 is associated with 
a standard computer. An embodiment of a user input interface 
622 is illustrated in connection with an electronic gaming 
machine 500 of FIG. 5 as the various “buttons 508. Other 
user input interface devices include a keyboard, a mouse, a 
microphone, a touch pad, a touch screen, Voice-recognition 
system, etc. 

In various embodiments of the invention, various aspects 
of the game, as described herein, may be player controlled. 
For example, a player may place bets, select game types, 
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select play area types, select grid types, select array types, 
select themes, select symbols, select elements, select colors, 
and/or select markings. 
The computing arrangement 600 may be connected to 

other computing devices or gaming machines, such as via a 
network. The computing arrangement 600 may be connected 
to a network server 628 in an intranet or local network con 
figuration. The computer may further be part of a larger 
network configuration as in a global area network (GAN) 
Such as the Internet. In Such a case, the computer accesses one 
or more web servers 630 via the Internet 632. 

Other components directed to slot machine implementa 
tions include manners of gaming participant payment, and 
gaming machine payout. For example, a slot machine includ 
ing the computing arrangement 600 may also include a hop 
per controller 642 to determine the amount of payout to be 
provided to the participant inaccordance with a pay table. The 
hopper controller may be integrally implemented with the 
processor 602, or alternatively as a separate hopper controller 
642. A hopper 644 may also be provided in slot machine 
embodiments, where the hopper serves as the mechanism 
holding the coins/tokens of the machine. The wager input 
module 646 represents any mechanism for accepting coins, 
tokens, coupons, bills, credit cards, Smart cards, membership 
cards, etc. for which a participant inputs a wager amount. 

Using the foregoing specification, the invention may be 
implemented as a machine, process, or article of manufacture 
by using standard programming and/or engineering tech 
niques to produce programming Software, firmware, hard 
ware or any combination thereof. 
Any resulting program(s), having computer-readable pro 

gram code, may be embodied within one or more computer 
usable media Such as memory devices or transmitting 
devices, thereby making a computer program product or 
article of manufacture according to the invention. As such, the 
terms “article of manufacture' and "computer program prod 
uct as used herein are intended to encompass a computer 
program existent (permanently, temporarily, or transitorily) 
on any computer-usable medium Such as on any memory 
device or in any transmitting device. 
The present invention is applicable to various gaming 

activities that are played on a gaming board or gaming 
machine, including slot games Such as reel slots and video 
slots, and other games utilizing corresponding grid elements 
to generate a game result. The present invention is described 
in terms of slot machines to provide an understanding of the 
invention. While the invention is particularly advantageous in 
the context of slot machines, and while a description in terms 
of slot machines facilitates an understanding of the invention, 
the invention is also applicable to other gaming activities of 
chance utilizing symbol strings as will be readily apparent to 
those of skill in the art from the description provided herein. 

The circuitry represented in FIG. 6 can be used to perform 
the various methodologies and techniques discussed herein. 
For example, RAM 604 can be a computer readable medium 
encoded with a computer program, Software, computer 
executable instructions, instructions capable of being 
executed by a computer, etc. to be executed by circuitry. Such 
as processor 602, to cause the various other components, such 
as user input 622, display 620, hopper controller 642 and 
hopper 644, RNG 670, etc. to perform the various operations 
discussed herein. 
One skilled in the art of computer science from the descrip 

tion provided herein will be able to combine the software 
created as described with appropriate general purpose or spe 
cial purpose computer hardware to create a computer system 
and/or computer Subcomponents embodying the invention, 
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and to create a computer system and/or computer Subcompo 
nents for carrying out methods of the invention. 
The foregoing description of the exemplary embodiment of 

the invention has been presented for the purposes of illustra 
tion and description. It is not intended to be exhaustive or to 
limit the invention to the precise form disclosed. Many modi 
fications and variations are possible in light of the above 
teaching. For example, the present invention is not limited to 
what is traditionally known as “slot machines.” Also, while 
the illustrated embodiments have been described in large part 
in connection with a 'slot machine, other gaming systems 
and concepts are also within the scope of the invention, Such 
as video poker games, card games, lotteries, and other casino 
events implementing a video screen. For example, a video 
poker game may utilize the present invention to provide mul 
tiple cards at each standard card display segment. It is thus 
intended that the scope of the invention be limited not with 
this detailed description, but rather by the claims appended 
hereto. 
The following is claimed: 
1. A method comprising: 
marking a plurality of elements of a grid with symbols 

including marking one or more elements of the plurality 
with a feature symbol, the symbols randomly selected 
for each element of the plurality; 

identifying one or more winning combinations of the sym 
bols marked to the plurality of elements, each winning 
combination associated with an award amount accord 
ing to a paytable; 

thereafter, for each of the one or more elements marked 
with the feature symbol, marking replacement symbols 
to the one or more elements that are marked with the 
feature symbol or that are adjacent to the one or more 
elements marked with the feature symbol, the replace 
ment symbols randomly selected for marking, wherein 
marking replacement symbols to the one or more ele 
ments that are marked with the feature symbol or that are 
adjacent to the one or more elements marked with the 
feature symbol includes: 
visibly removing a previously marked symbol from the 

one or more elements that are marked with the feature 
symbol or that are adjacent to the one or more ele 
ments marked with the feature symbol, and 

replacing the visibly removed marked symbol with 
another symbol randomly selected for the respective 
elements that are marked with the feature symbol or 
that are adjacent to the one or more elements marked 
with the feature symbol; and 

identifying one or more additional winning combinations 
of symbols, each of the one or more additional winning 
combinations of symbols including at least one symbol 
from the symbols marked to the plurality of elements 
and at least one replacement symbol. 

2. The method of claim 1, further comprising Successively 
performing the steps of marking replacement symbols to 
elements of the plurality and identifying one or more addi 
tional winning combinations of symbols until one of the 
marking replacement symbols steps fails to mark the feature 
symbol to the grid. 

3. The method of claim 1, wherein: 
each of the one or more winning combinations of the sym 

bols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and 
the symbols with which the elements of the series are 
marked correspond; and 

each of the one or more additional winning combinations 
of symbols is composed of elements of the plurality that 
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are arranged as a series of adjacently located elements 
and the symbols with which the elements of the series 
are marked correspond. 

4. The method of claim 1, wherein the elements of the 
plurality that are marked with replacements symbols based on 
adjacency to the one or more elements of the plurality marked 
with the feature symbol are considered to be adjacent to the 
one or more elements of the plurality marked with the feature 
symbol based on being positioned immediately above, below, 
left, or right of any element marked with the feature symbol. 

5. The method of claim 1, wherein the elements of the 
plurality that are marked with replacements symbols based on 
adjacency to the one or more elements of the plurality marked 
with the feature symbol are considered to be adjacent to the 
one or more elements of the plurality marked with the feature 
symbol based on being positioned immediately surrounding 
the one or more elements marked with the feature symbol. 

6. The method of claim 1, wherein each feature symbol is 
a wild symbol that can correspond to all other symbols for the 
purpose of forming winning combinations of symbols and 
additional winning combinations of symbols. 

7. The method of claim 1, wherein the steps of marking 
replacement symbols to elements of the plurality and identi 
fying one or more additional winning combinations of sym 
bols are performed such that if an element of the grid is 
adjacent to two elements that are both marked with feature 
symbols, then the element adjacent to the two feature-marked 
elements will be marked with a replacement symbol and the 
grid evaluated to identify one or more additional winning 
combinations of symbols before the element adjacent to the 
two feature-marked elements is marked with another replace 
ment symbol and the grid evaluated to identify one or more 
additional winning combinations of symbols that include the 
another replacement symbol. 

8. The method of claim 1, further comprising identifying 
one or more activated paylines of a plurality of paylines, each 
payline being activated based on a wager, wherein the step of 
marking of replacement symbols will only be performed for 
those feature symbols marked to elements that are in an 
identified activated payline. 

9. The method of claim 1, wherein: 
marking the plurality of elements comprises marking each 

element of the plurality with a primary symbol and fur 
ther marking at least one element of the plurality with the 
feature symbol, wherein the feature symbol is marked as 
a Subsymbol; and 

marking replacement symbols to the elements comprises 
marking a primary symbol to each of the elements that is 
marked with the feature symbol or that is adjacent to the 
elements marked with the feature symbol, wherein each 
element that is marked with a replacement symbol may 
be re-marked with the feature symbol as a subsymbol 
based on a probability. 

10. A computer-readable medium having instructions 
stored thereon which are executable by the processor for 
facilitating a game having a symbol replacement feature by 
performing steps comprising: 

displaying a grid on a display device, the grid comprising a 
plurality of elements: 

marking the plurality of elements of the grid with symbols 
including marking at least one element of the plurality 
with a feature symbol, the symbols randomly selected 
for each element of the plurality; 

evaluating elements of the grid to identify one or more 
winning combinations of the symbols marked to ele 
ments of the plurality, each winning combination asso 
ciated with an award amount according to a paytable; 
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28 
after evaluating elements of the grid to identify one or more 

winning combinations, evaluating elements of the grid 
to identify which elements are marked with the feature 
symbol and which elements are adjacent to at least one 
element marked with the feature symbol; 

marking replacement symbols to elements of the plurality 
that are identified to be one or both of marked with the 
feature symbol and adjacent to at least one element 
marked with the feature symbol; and 

evaluating elements of the grid to identify if one or more 
additional winning combinations of the symbols were 
marked to elements of the plurality, each of the one or 
more additional winning combinations of symbols 
being composed of at least one symbol of the symbols 
marked to the plurality of elements and at least one 
replacement symbol. 

11. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game such that each of the steps of marking replacement 
symbols to elements of the plurality and evaluating elements 
of the grid to identify one or more additional winning com 
binations are successively performed until one of the marking 
replacement symbols steps fails to mark the feature symbol to 
the grid. 

12. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game such that the elements of the plurality that are 
marked with replacements symbols based on adjacency to the 
at least one element of the plurality marked with the feature 
symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately above, below, left, or right 
of any element marked with the feature symbol. 

13. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game Such that: 

each of the one or more winning combinations of the sym 
bols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and 
the symbols with which the elements of the series are 
marked correspond; and 

each of the one or more additional winning combinations 
of symbols is composed of elements of the plurality that 
are arranged as a series of adjacently located elements 
and the symbols with which the elements of the series 
are marked correspond. 

14. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game such that the elements of the plurality that are 
marked with replacements symbols based on adjacency to the 
at least one element of the plurality marked with the feature 
symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately surrounding the element 
marked with the feature symbol. 

15. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game such that each feature symbol is a wild symbol that 
can correspond to all other symbols for the purpose of form 
ing winning combinations of symbols and additional winning 
combinations of symbols. 
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16. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game Such that the steps of marking replacement symbols 
to elements of the plurality and evaluating elements of the 
grid to identify one or more additional winning combinations 
are performed Such that if an element of the grid is adjacent to 
two elements that are both marked with feature symbols, then 
the element will be marked with a replacement symbol and 
the grid evaluated to identify one or more additional winning 
combinations of symbols before the element is marked with 
another replacement symbol and the grid evaluated to identify 
one or more additional winning combinations of symbols that 
include the another replacement symbol. 

17. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game by performing the step of activating one or more 
paylines of a plurality of paylines, each payline being acti 
vated based on a wager, wherein the step of marking of 
replacement symbols will only be performed for those feature 
symbols marked to elements that are in an activated payline. 

18. The gaming apparatus of claim 10, wherein the com 
puter-readable medium has further instructions stored 
thereon which are executable by the processor for facilitating 
the game Such that: 

marking the plurality of elements of the grid with symbols 
comprises marking each element of the plurality with a 
primary symbol and further marking at least one element 
of the plurality with the feature symbol, wherein the 
feature symbol is marked as a Subsymbol; and 

marking replacement symbols to the elements comprises 
marking a primary symbol to each of the elements that is 
marked with the feature symbol or that is adjacent to the 
elements marked with the feature symbol, wherein each 
element that is marked with a replacement symbol may 
be re-marked with the feature symbol as a subsymbol 
based on a probability. 

19. A gaming apparatus for facilitating a game having a 
symbol replacement feature comprising: 

a display device; and 
a processor configured to: 
facilitate display of a grid on the display device, the grid 

comprising a plurality of elements; 
mark the plurality of elements with symbols including 
mark at least one element of the plurality with a feature 
symbol; 

identify one or more winning combinations of the symbols 
marked to the plurality of elements; 

thereafter, mark replacement symbols to elements of the 
plurality that were one or both of marked with the feature 
symbol and adjacent to the at least one element of the 
plurality marked with the feature symbol, the marking of 
replacement symbols based on the feature symbol hav 
ing been marked in the grid, wherein mark replacement 
symbols to the one or more elements that are marked 
with the feature symbol or that are adjacent to the one or 
more elements marked with the feature symbol includes: 
visibly removing a previously marked symbol from the 

one or more elements that are marked with the feature 
symbol or that are adjacent to the one or more ele 
ments marked with the feature symbol, and 

replacing the visibly removed marked symbol with 
another symbol randomly selected for the respective 
elements that are marked with the feature symbol or 
that are adjacent to the one or more elements marked 
with the feature symbol; and 
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identify one or more additional winning combinations of 

symbols, each of the one or more additional winning 
combinations of symbols composed of at least one sym 
bol from the symbols marked to the plurality of elements 
and at least one replacement symbol. 

20. The gaming apparatus of claim 19, wherein the proces 
sor is configured to Successively perform the steps of marking 
replacement symbols to elements of the plurality and identi 
fying one or more additional winning combinations of sym 
bols until one of the marking replacement symbols steps fails 
to mark the feature symbol to the grid. 

21. The gaming apparatus of claim 19, wherein the proces 
sor is configured such that the elements of the plurality that 
are marked with replacements symbols based on adjacency to 
the at least one element of the plurality marked with the 
feature symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately above, below, left, or right 
of the element marked with the feature symbol. 

22. The gaming apparatus of claim 19, wherein the proces 
sor is configured Such that: 

each of the one or more winning combinations of the sym 
bols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and 
the symbols with which the elements of the series are 
marked correspond; and 

each of the one or more additional winning combinations 
of symbols is composed of elements of the plurality that 
are arranged as a series of adjacently located elements 
and the symbols with which the elements of the series 
are marked correspond. 

23. The gaming apparatus of claim 19, wherein the proces 
sor is configured such that the elements of the plurality that 
are marked with replacements symbols based on adjacency to 
the at least one element of the plurality marked with the 
feature symbol are considered to be adjacent to the at least one 
element of the plurality marked with the feature symbol based 
on being positioned immediately surrounding the element 
marked with the feature symbol. 

24. The gaming apparatus of claim 19, wherein the proces 
sor is configured such that each feature symbol is a wild 
symbol that can correspond to all other symbols for the pur 
pose of forming winning combinations of symbols and addi 
tional winning combinations of symbols. 

25. The gaming apparatus of claim 19, wherein the proces 
sor is configured such that the steps of marking replacement 
symbols to elements of the plurality and identifying one or 
more additional winning combinations of symbols are per 
formed such that if an element of the grid is adjacent to two 
elements that are both marked with feature symbols, then the 
element adjacent to the two feature-marked elements will be 
marked with a replacement symbol and the grid evaluated to 
identify one or more additional winning combinations of 
symbols before the element adjacent to the two feature 
marked elements is marked with another replacement symbol 
and the grid evaluated to identify one or more additional 
winning combinations of symbols that include the another 
replacement symbol. 

26. The gaming apparatus of claim 19, wherein the proces 
sor is further configured to identify one or more activated 
paylines of a plurality of paylines, each payline being acti 
vated based on a wager, wherein the marking of replacement 
symbols will only be performed for those feature symbols 
marked to elements that are in an identified activated payline. 

27. A gaming apparatus for facilitating a game having a 
symbol replacement feature comprising: 
means for displaying a grid having a plurality of elements; 
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means for marking the plurality of elements with symbols 
including marking one or more elements of the plurality 
with a feature symbol, the symbols randomly selected 
for each element of the plurality; 

means for evaluating the grid to identify one or more win 
ning combinations of the symbols marked to the plural 
ity of elements, each winning combination associated 
with an award amount according to a paytable; 

means for thereafter marking replacement symbols to ele 
ments of the plurality that were one or both of marked 
with the feature symbol and adjacent to the one or more 
elements of the plurality marked with the feature sym 
bol, the marking of replacement symbols based on the 
feature symbol having been marked in the grid, the 
replacement symbols randomly selected for marking, 
wherein marking replacement symbols to the one or 
more elements that are marked with the feature symbol 
or that are adjacent to the one or more elements marked 
with the feature symbol includes: 
visibly removing a previously marked symbol from the 

one or more elements that are marked with the feature 
symbol or that are adjacent to the one or more ele 
ments marked with the feature symbol, and 

replacing the visibly removed marked symbol with another 
symbol randomly selected for the respective elements 
that are marked with the feature symbol or that are 
adjacent to the one or more elements marked with the 
feature symbol; and 

means for evaluating the grid to identify one or more addi 
tional winning combinations of symbols, each of the one 
or more additional winning combinations of symbols 
composed of at least one symbol from the symbols 
marked to the plurality of elements and at least one 
replacement symbol. 

28. The gaming apparatus of claim 27, further comprising 
means for Successively performing the steps of marking 
replacement symbols to elements of the plurality and identi 
fying one or more additional winning combinations of sym 
bols until one of the marking replacement symbols steps fails 
to mark the feature symbol to the grid. 

29. The gaming apparatus of claim 27, wherein the ele 
ments of the plurality that are marked with replacements 
symbols based on adjacency to one or more elements of the 
plurality marked with the feature symbol are considered to be 
adjacent to the-one or more elements of the plurality marked 
with the feature symbol based on being positioned immedi 
ately above, below, left, or right of the element marked with 
the feature symbol. 

30. The gaming apparatus of claim 27, wherein: 
each of the one or more winning combinations of the sym 

bols is composed of elements of the plurality that are 
arranged as a series of adjacently located elements and 
the symbols with which the elements of the series are 
marked correspond; and 

each of the one or more additional winning combinations 
of symbols is composed of elements of the plurality that 
are arranged as a series of adjacently located elements 
and the symbols with which the elements of the series 
are marked correspond. 

31. The gaming apparatus of claim 27, wherein the ele 
ments of the plurality that are marked with replacements 
symbols based on adjacency to the one or more elements of 
the plurality marked with the feature symbol are considered to 
be adjacent to the one or more elements of the plurality 
marked with the feature symbol based on being positioned 
immediately surrounding the element marked with the fea 
ture symbol. 
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32. The gaming apparatus of claim 27, wherein each fea 

ture symbol is a wild symbol that can correspond to all other 
symbols for the purpose of forming winning combinations of 
symbols and additional winning combinations of symbols. 

33. The gaming apparatus of claim 27, wherein the steps of 
marking replacement symbols to elements of the plurality and 
identifying one or more additional winning combinations of 
symbols are performed such that if an element of the grid is 
adjacent to two elements that are both marked with feature 
symbols, then the element adjacent to the two feature-marked 
elements will be marked with a replacement symbol and the 
grid evaluated to identify one or more additional winning 
combinations of symbols before the element adjacent to the 
two feature-marked elements is marked with another replace 
ment symbol and the grid evaluated to identify one or more 
additional winning combinations of symbols that include the 
another replacement symbol. 

34. The gaming apparatus of claim 27, further comprising 
means for identifying one or more activated paylines of a 
plurality of paylines, each payline being activated based on a 
wager, wherein the step of marking of replacement symbols 
will only be performed for those feature symbols marked to 
elements that are in an identified active payline. 

35. A method comprising: 
presenting at least one feature triggering symbol in 

response to a symbol presentation activity in a grid of 
paylines of a slot game; 

determining first winning payouts from active paylines of 
the grid; 

identifying a plurality of symbol locations adjacent to the 
symbol location of the at least one feature triggering 
symbol; 

presenting replacement symbols in the identified plurality 
of symbol locations, wherein presenting replacement 
symbols comprises re-marking primary symbols to the 
identified plurality of symbol locations and providing an 
opportunity for each of the identified plurality of symbol 
locations to also be re-marked with the at least one 
feature triggering symbol based on a probability; and 

determining second winning payouts from the active pay 
lines of the grid composed of combinations of adjacent 
symbols of the replacement symbols and the non-re 
placed symbols. 

36. The method of claim 35, wherein: 
presenting comprises marking primary symbols to ele 

ments of the grid; and 
the at least one feature triggering symbol is a Subsymbol 

relative to the primary symbols. 
37. A method comprising: 
marking a plurality of elements of a grid with symbols 

including marking at least one element of the plurality 
with a feature symbol; 

identifying one or more winning combinations of the sym 
bols marked to the plurality of elements: 

marking replacement symbols to a plurality of elements 
geometrically related to the at least one element marked 
with the feature symbol, wherein marking replacement 
symbols to the one or more elements that are marked 
with the feature symbol or that are adjacent to the one or 
more elements marked with the feature symbol includes: 
visibly removing a previously marked symbol from the 

one or more elements that are marked with the feature 
symbol or that are adjacent to the one or more ele 
ments marked with the feature symbol, and 

replacing the visibly removed marked symbol with 
another symbol randomly selected for the respective 
elements that are marked with the feature symbol or 
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that are adjacent to the one or more elements marked 
with the feature symbol; and 

identifying one or more additional winning combinations 
of symbols, each of the one or more additional winning 
combinations of symbols including at least one symbol 
from the symbols marked to the plurality of elements 
and at least one replacement symbol. 

38. The method of claim 37, wherein marking replacement 
symbols to a plurality of elements geometrically related to the 
at least one element marked with the feature symbol com 
prises marking the replacement symbols to elements posi 
tioned adjacent to and along perpendicular axes of the ele 
ment marked with the feature symbol. 

39. The method of claim 37, wherein marking replacement 
symbols to a plurality of elements geometrically related to the 
at least one element marked with the feature symbol com 
prises marking the replacement symbols to elements posi 
tioned adjacent to and along diagonal axes of the element 
marked with the feature symbol. 

40. The method of claim 37, wherein marking replacement 
symbols to a plurality of elements geometrically related to the 
at least one element marked with the feature symbol com 
prises marking the replacement symbols to elements posi 
tioned adjacent to and along both perpendicular and diagonal 
axes of the element marked with the feature symbol. 

41. The method of claim 37, wherein marking replacement 
symbols to a plurality of elements geometrically related to the 
at least one element marked with the feature symbol com 
prises marking the replacement symbols positioned a prede 
termined number of elements from the at least one feature 
symbol. 
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